NEXT-LEVEL HELPING 


n Dungeons & Dragons, bands of adventurers team 
up to face and overcome dangers together. While it is 
possible to go adventuring alone, it is never advised. 
It's just too dangerous out there! Grab some friends! 
Yet the game has little to say when adventurers 
actually want to help each other to get things done. 


UNLOCKING THE RULES 


The rules for helping have frustrating limits. Help grants 
advantage, which cannot stack. As a result, it makes no 
difference if one person helps, or ten. Further, if the acting 
person already has advantage from another source, helping 
makes no difference at all! 

This can be both frustrating and inexplicable. I really want 
to help! Why don't the rules let me? 

Don't fret! Concealed within the rules are a whole bunch of 
other ways to get helping. Take a look at what follows and 
bring your next-level helping abilities into your next game. 
You'll quickly become the most helpful person around! 


WAIT A SECOND, HELPING? 
THAT'S WHAT THIS IS ABOUT? 


Yes, this is a DMs Guild release about helping. Don't worry, 
it's short! It's also useful. Ability checks are something you do 
constantly while you play, so the stuff in here is going to be 
helpful every single time you sit down to play. Not a bad 
return on investment I reckon. 


IF YOU SAY SO. 


I do! The next page reveals six different ways to be an elite 
helper in your games. Surely this is something everyone 
aspires to be! 


ELITE HELPER, IS THAT LIKE A 
NEW BARD COLLEGE? 


Not even a little bit! But wait, there's more! The page after 
that takes a deep dive into group checks, and shows exactly 
how to take advantage of them when you play! 


OKAY, I'LL CHECK IT OUT. 


Great to hear such enthusiasm! There's only three pages in 
this thing, it's a quick read, you'll be done in no time. And hey, 
if you get stuck, you can always... ask for help! 

I said, you can ask for help! 

Yeah, you get it. 
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out using the incredible H brewe l. If you 
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Skill Checks, the bestselling guide to making skill checks 
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Art from a DMsGuild Art Pack, by ??? - anyone know? 


WAYS TO HELP 


idden in the rules and options of the game are 
several secret ways you can be helpful. Some 
are obvious, others are well-concealed. All 
have their place and can be powerful tools. 

Read carefully, for the secrets below might 
just save a friend's life one day... 


WORK TOGETHER ON A TASK 


This is the mainstay of helping, as described in the Players 


Handbook (p175). If you team up with another character to 
do something, one of you takes the lead and makes the check 
with advantage. This only works if you both can attempt the 
task by yourselves, and if working together is actually 
productive (as evaluated by the Dungeon Master). 


e TIl help you disable this pit trap. 
e TIl help you persuade the noble to share his carriage. 
e TIl help you cook the most impressive feast ever. 


SET UP THE MAIN ACTION FOR SUCCESS 


Set someone up for success by taking an action that will 
make it easier for them. In the Dungeon Masters Guide 
(p239), DMs are advised to consider granting advantage 
when previous actions improve the chances of success. 

Set-up actions also grant advantage, but it is easier to 
qualify. You don’t need to be capable of the main action. In 
fact you don’t need to be there at all! 


e J examine the runic markings and see if I can see a 
pattern that will help solve the riddle. 

e Iuse mud and snow to mess up her outfit, hiding anything 
that the guards would use to identify her. 

e J invent a cover story for them, then make them sit and 
practise it with me. 


STAND READY FOR TROUBLE 


Another way to be useful is to be ready to step in if things go 
wrong. This doesn’t make it any easier to succeed at the main 
action, but countering unpleasant consequences is always 
helpful In combat terms, the Ready action gives a mechanical 
structure you can use. Declare what perceivable 
circumstance will trigger your reaction, and choose your 
response. The more clarity you have about the risks, the more 
effective you can be. 


e IfI think the trap is about to go off, I'll jam this tron spike 
in the mechanism to give us time to escape. 

e If it looks like the guard is getting suspicious, I'll cast 
dancing lights to distract them. 

e If he misses his jump and lands in the river I'll 
immediately leap in to help. 
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FIND AN EASIER PATH 


Seek an easier way to accomplish the same result. Is there a 
different route with a lower DC? Only the DM knows if there 
is an easier way, but if there is, you'll probably need to make a 
check of your own to find it. 


e Instead of climbing that sheer cliff, why not try the goat 
track I found over that way? 

e Instead of trying to fool that guard how about the one 
around back with the hangover? 

e Before we read all these books, I found an index of 
scholars. Let's find one who can tell us the answer! 


WATCH OUT FOR EACH OTHER 


If a friend's task fits the requirements of a group check, you 
can jump alongside, forming a group! If you fail, no harm 
done, because they cover your failure. If you succeed but your 
help wasn’t needed, that’s fine too. But if you succeed when 
they fail, you just saved the day! 

(Note, it's up to the DM to decide if you have actually 
formed a group and it counts as a group check. Worth asking 
though!) 


e We'll watch out for each other as we try not to offend 
anyone at this fancy party. 

e We'll watch out for each other as we try to get through this 
room of ornaments without breaking anything. 

e We'll watch out for each other as we try to escape from 
this crumbling temple. 


BE HELPFUL AND SEE WHAT HAPPENS 


When you want to be helpful, think of a way to be helpful, 
then do it. Force the rules to play catch-up with your fictional 
choices, not the other way around! 

DMs make lots of judgement calls during a D&D game, 
and even if the things you do are mechanically intangible, 
they can influence the DM’s choices. And players, here’s a 
secret: Dungeon Masters want your actions to matter! 


EEE \ 


SECRET DUNGEON MASTER ADVICE!! 


The character already has advantage, so how can all 
this extra help, er, help? Maybe: 


e Speed things up. There are no hard guidelines 
about how long most actions take to complete. 
Extra help might not improve the odds of 
success, but it could get a result sooner. 

e Increase impact. It’s up to you to determine 
what a successful check actually looks like in 
the fiction. When the character has help, 
increase the intensity of success to match, and 
maybe reduce the intensity of failure as well. 
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GETTING TO GRIPS WITH GROUP CHECKS 


WHAT ARE GROUP CHECKS? 


The logic of group checks is simple: you watch my back, TII 
watch yours. Use them when: 


e everyone has a part to play 
e you can help each other out 
e you succeed or fail together. 


(You can test whether “succeeding and failing together” 
applies by thinking about consequences. If every failed check 
creates an additional problem then you're failing individually, 
not together, so it isn’t a group check.) 


GROUP CHECK vs. REGULAR CHECK 


The difference between group check and regular check can 
be small. The DM decides which applies. As usual, pay close 
attention to the fictional situation to guide you. 

A group is wandering in the desert with an incomplete 
map. If one character steps up to interpret the map and set 
the course, then the map-reader makes the check alone. If 
instead all the characters stare at the map together and come 
to an agreement, that’s a group check. 


GROUP CHECKS & ADVANTAGE 


In a normal action, one person makes the check, and one 
other person can give them advantage. In a group check, 
everyone can benefit from advantage, giving lots more 
opportunities for helpful setup actions. The more checks 
made at advantage, the better for everyone! 


REALITY CHECKING THE GROUP CHECK 


Wait, does this make sense? Could a blundering dwarf wizard 
really make it easier for a trained ranger with magic silent 
boots to pass unnoticed? That’s what the group check rules 
seem to indicate, but how is that possible? It might feel 
strange. We can easily imagine Blaise creeping right behind a 
devilish guardian without being heard, then Mary following 
clumsily after. How can Mary help Blaise in this situation? 
She can't, of course, because this isn't what a group check is 
designed for. 

Group checks operate at a broader scale, where the 
characters have the opportunity to help each other. Imagine 
Blaise and Mary making their way through the forest for 
hours, sniffing the air for the scent of brimstone, choosing 
paths that afford them cover, guessing which way patrols are 
moving. The silent footsteps from Blaise’s boots are an asset, 
but they are only one part of the big picture. There are plenty 
of ways for Mary to help out here, so it is a good fit for a 
group check. 


ee 


EXAMPLE: THE ESCAPE 


The forest around Lonely Village has been 
occupied by a troop of devils. Blaise the dwarf 
ranger volunteers to sneak out through the forest 
to fetch help from the High Hill Temple, while the 
rest of the adventurers stay to protect the villagers. 

His trip through the forest will call for Dexterity 
(Stealth) checks (+6) to avoid drawing the 
attention of devilish patrols. He wears boots of 
elvenkind, which give him advantage. 

Mary the dwarf wizard asks to accompany Blaise: 
“Two beards are better than one!” 

She is untrained at Stealth (+1) and has no magic 
boots. However, if she forms a group with Blaise, 
they will both have a part to play, can help one 
another, and they will succeed or fail together: If 
either of them make too much noise, the devils will 
SWOOP. 

The DM agrees that group checks are 
appropriate, deciding Blaise and Mary will have to 
make three group checks in succession as they 
move through the inner, middle, and outer rings of 
devilish patrols. Each check will be against the 
devils’ passive Perception, which is 13. 

Before departing, Zorba the cleric questions the 
villagers intensely about the surrounding forest. 

Zorba makes an Investigation check, and learns 
of a pathway that would lend itself to stealth. The 
DM agrees this counts as a setup action, giving 
both Mary and Blaise advantage on their stealth 
checks. Blaise already has his elven boots, but now 
Mary is making her checks with advantage as well. 

Blaise and Mary set out into the forest... 

For the first check, Mary gets 8 and Blaise gets 
18. Blaise’s success counts for the group. 

Blaise steers Mary through the undergrowth, 
making sure she doesn’t blunder into trouble. 

For the second check, Mary gets 20 and Blaise 
gets 13. Both succeed! 

Mary and Blaise carefully pick their way around a 
sinister patrol, hiding behind a fallen log and 
crawling along a gully. 

For the third check, Blaise rolls terribly, getting a 
total of 9! Luckily Mary’s check comes up at 13, 
enough for her to succeed for the group. 

Blaise, silent in his magic boots, doesn’t spot a 
devilish guard watcher, and is just about to walk in 
front of it when Mary yanks him back by the collar. 
They choose a different path and make their 
escape. Two beards were better than one! 
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AND WHY NOT CHECK OUT... 


NEXT-LEVEL SKILL CHECKS 


Take skill checks to the next level with this essential guide to 
costs and consequences for every skill! 


Enhance every adventure with Next-Level Skill Checks: 
Costs and Consequences for Every Skill. It spotlights an 
often-missed rule in the Dungeon Masters Guide and brings 
it to life in your games! 


e Make a narrow failure a success — if you pay the price! 
e Big failures raise the stakes in surprising ways! 

e Every roll of 20 or 1 delivers new twists and turns! 

e Ready-to-use examples for every skill in the game! 


That d20 is already bouncing across the table — put it to 
work in a whole new way with Next-Level Skill Checks, 
available now on the DMs Guild! 


HEARTS AND ARROWS 


Is your game full of awkward flirting, wild crushes, and weird 
tiefling make-outs? If it isn’t... what are you waiting for? Hearts and Arrows 

Rules Options for Love & Romance 
Hearts and Arrows: Rules Options for Love & Romance 
gives players and DMs everything you need to put love and 
romance into your game. 


e Romance earns you spark, which might just save your life! 
e Rules for flirting, crushes and heartbreak! 

e Tools to create and run memorable dates! 

e Also, a bunch of magic items! 


Will you fall for them? Will they fall for you? Or will it all go 
wrong? Find out with Hearts and Arrows, available now on 
the DMs Guild! 


YOUR NEW FAVORITE D&D PODCAST! 


Comedians and improvisers playing live on stage in Wellington, New Zealand. 
Search for us now on your favourite podcasting service. 


DICERATOPS 


į resents * OK maybe not your favorite favorite, maybe like your second favorite? Or third? We'd be stoked to be your third! Or fourth. Anywhere, really 


taleturn 
o 


